Character Sheet 




Character Name 

Hengeyokai 



Medium 



25 



Level Class 

Female 5-5 



140lbs 



Paragon Path 
Lawful Evil 



Epic Destiny 



Total XP 



Race 



Size 



Age 



Gender Height 



Weight 



Aiignrrent 



Deity 



Adventuring Company 



RPGA Number 



INITIATIVE 




4 

CONDITIOI 


Initiative El 






MISC 



DEFENSES 



10 + ARMOR/ 

DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



10 4 



CONDITIONAL BONUSES 



ABILITY SCORES | 


1 13 UsU 


ABILMOD 
-1 1 

1 1 


MOI^^/2 LVL 

ED 




4 1 






0 1 


ED 


1 10 Hi!^lsS 


0 1 




1 18 Rdm 


4 1 


ED 



10 + 

DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



CONDITIONAL BONUSES 



MOVEMENT 


ARMOR ITEM MISC 




Speed (Squares) ^9 


1 1 1 


SPECIAL MOVEMENT 


SENSES 






Passive Insight 


10 + 


» 1 



Passive Perception 10 + 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



15 



10 1 4 


• 







SPECIAL SENSES 

Low-lighit Vision 



CONDITIONAL BONUSES 



10 + 



^ ^ DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 

(15 iUiUlTol 4 I 1 

CONDITIONAL BONUSES 



HIT POINTS 



25 



12 



HEALING SURGES 

SURGE VALUE SURGES/DAY 



ACTION POINTS 


□ 


Action Points 


MILESTONES ACTION POINTS 

0 1 

1 2 

2 3 



ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS 



CURRENT HIT POINTS 


CURRENT SURGE USES 


SECOND WIND 1/ENCOUNTER 




USED ■ 


TEMPOI^ARY HIT POINTS 


DEATH SAVING THROW FAILURE! 


> 




■ 


SAVING THROW MODS +2 Racial bonus against effects ttiat immobilize, 
restrain, or slow you and to checks made to escape a grab. 


RESISTANCES Resist 5 Fire 


CURRENT CONDITIONS AND EFFECTS 




SKILLS 


BONUS SKILL NAME 




ABIL MOD 
+ 1/2 LVL 


TRND 

(+5) 


ARMOR 
PENALTY 


MISC 


9 1 Acrobatics 


DEX 


m 


m 


n/a 


0 


^ 1 Arcana 


INT 


m 


s 


n/a 


0 


-1 1 Athletics 


STR 


ED 


m 


n/a 


0 


6 1 Bluff 


CHA 


m 


m 


n/a 


2 


4 1 Diplomacy 


CHA 


m 


m 


n/a 


0 


" 1 Dungeoneering 


WIS 


m 


m 


n/a 


0 


1 1 Endurance 


CON 


m 


m 


n/a 


0 


0 1 Heal 


WIS 


m 


m 


n/a 


0 


0 1 History 


INT 


m 


m 


n/a 


0 


0 1 Insight 


WIS 


m 


m 


n/a 


0 


9 1 Intimidate 


CHA 


□ 


H 


n/a 


0 


0 1 Nature 


WIS 


m 


m 


n/a 


0 


" 1 Perception 


WIS 


m 


m 


n/a 


0 


" 1 Religion 


INT 


m 


m 


n/a 


0 


6 1 Stealth 


DEX 


H 


m 


n/a 


2 


4 1 Streetwise 


CHA 


H 


m 


n/a 


0 


4 1 Thievery 


DEX 


s 


m 


n/a 


0 



RACE FEATURES 



Animal Form - Your animal form is: 

Fox (Stealth) - +2 bonus to Stealth 
Elusive - Gain +2 racial bonus to escape checks and saving t 
Fey Origin - You have the fey origin 
Beast Nature - You considered both a magical beast and a t 
Shapechanger - You have the shapechanger quality. 
Language of Beasts - You can communicate with beasts th; 
Nature's Mask - Gain the nature's mask power 



CLASS / PATH / DESTINY FEATURES 



Gloom Pact Boon (Binder) - Gain the Echoing Dirge and 
Shadow Warp powers 

Shadow Twist [Hybrid] - +1 to ranged/area warlock 
attacks vs enemy with no creature adjacent 
Hybrid Binder Will 

Monastic Tradition (Hybrid) - Gain flurry of blows power 
from a monastic tradition 

- You gain the desert wind flurry of blows and resist 
5/10/15 fire 
Hybrid Monk Reflex 

Shadow Walk - If you move 3+ squares gain concealment 
until end of next turn. 



ATTACK WORKSPACE 



ABILITY: n^g|gg ggg||. ^ttack - Ki Focused Quarterstaff 

AT T BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

UiM.lil \^l I.I I 

ABILITY: n^g|gg ggg|^ Attack - QuartGrstaff 

AT T BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

UiM.lil hi I.I I 



DAMAGE WORKSPACE 



ABILITY: ^g|gg ggg||- /j^ttgck - Ki Focused Quarterstaff 

D AMAGE ABIL FEAT ENH MISC MISC 

I ld8-l 

ABILITY: n^g|gg ggg||. ^ttack - Quartefstaff 

DAMAGE ABIL FEAT ENH MISC MISC 



ld8-l 



k - Quarterstaff 

ABIL FEAT ENH MISC MISC 

■ I l»l I I 



BASIC ATTACKS 


ATTACK 




DEFENSE 


WEAPON OR POWER 


DAMAGE 


1 


VS 


AC 


Ki Focused Quarterstaff 


ld8-l 










1 


VS 


AC 


Quarterstaff 


ld8-l 




VS 


AC 


Ki Focused Shuriken 


ld4+4 




VS 


AC 


Shuriken 


ld4+4 



FEATS 



Hybrid Talent - Gain a hybrid talent option for one of your 
hybrid class entries 



LANGUAGES KNOWN 



Common, Elven 



Heleska 
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POWER INDEX 



List your powers below. 
Check the box when the power is used, 
dear the box when the power renews. 



MAGIC ITEM INDEX 



List your powers beiow. 
Checit the box when the power is used 
dear the tmx when the power renews. 



CHARACTER PORTRAIT 



OTHER EQUIPMENT 



RITUALS / ALCHEMY 



Adventurer's Kit 



Ki Focus (E) 



Cloth Armor (Basic Clotliing) 



Quarterstaff (E) 
S[iuril<en (5) 



AT-WILL POWERS 1 


1 MAGIC ITEMS 


Bull Rush Attack 


WEAPON |— 1 


Grab Attacl< 


WEAPON |— j 


Opportunity Attack 


WEAPON |— j 


Echoing Dirge 


WEAPON |— j 


Shadow Warp 


ARMOR |— 1 


Desert Wind Flurry of Blows 


ARMS |— j 


Blistering Flourish 


□ 




HANDS |— 1 


ENCOUNTER POWERS 


Second Wind O 


HEAD |— 1 


Gentle Rainfall □ 


NECK |— 1 


□ 


RING |— 1 


□ 


RING |— 1 


□ 


WAIST |— 1 




□ 


DAILY POWERS 


Crown of Stars Q 


□ 


□ 


□ 


□ 


□ 


□ 


□ 


□ 


□ 


□ 


□ 




□ 


UTILITY POWERS 


Second Wind Q 


□ 


Nature's Mask 


□ 


□ 


□ 


□ 


□ 


□ 


Daily Item Powers Per Day 


□ 


Heroic (1-10) □ Milestone /._!/□/□ 


□ 


Paragon (11-20) □ □ Milestone J / O / D / D 


□ 


Epic (21-30) □ □ □ Milestone □/□/□/□ 




PERSONALITY TRAITS 



MANNERISMS AND APPEARANCE 



CHARACTER BACKGROUND 



COMPANIONS AND ALLIES 



SESSION AND CAMPAIGN NOTES 



COINS AND OTHER WEALTH 



Money on hand: 83 gp 
Stored money: 0 gp 
Encumbrance: 42 / 80 
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CHARACTER NAME 

Heleska 




Skills 



PLAY DATA 



9 Acrobatics 


DEX 


(Trained) 


5 Arcana 


INT 


(Trained) 


-1 Athletics 


STR 




6 Bluff 


CHA 




4 Diplomacy 


CHA 




0 Dungeoneering 


WIS 




1 Endurance 


CON 




0 Heal 


WIS 




0 History 


INT 




0 Insight 


WIS 




9 Intimidate 


CHA 


(Trained) 


0 Nature 


WIS 




0 Perception 


WIS 




0 Religion 


INT 




6 Stealth 


DEX 




4 Streetwise 


CHA 




4 Thievery 


DEX 




ADDITIONAL EFFECTS 


PLAY DATA DlJ 


MGE©N 





Action Point 



ADDITIOHAL EFFECTS 



Effect: Gain a standard action thiis turn. 
Special: You are reset to one action point whien 
you tal<e an extended rest. You gain an action 
point eacli milestone. 



ENCOUNTER SPECIAL DUMC 



Second Wind ^ 


Bull Rush Attack ^ 


Grab Attack 




KEYWORDS USED 


KEYWORDS 


USED 


KEYWORDS 


USED 


Standard 


\ 




Personal 


Standard 






Melee 1 


Standard 






Melee touch 


ACTION 


<- 




RANGE 


ACTION 


<- 




RANGE 


ACTION 


<- 




RANGE 


!■ AT-WILL 


□ ENCOUNTER 


■ DAILY 


-1 vs 


Fort 


One creature 


-1 vs Reflex 


One creature that is no more thar 


Effect: You soe 


id a healing surae 


and reaain 6 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


liit points. You gain a +2 bonus to all defenses 
until the start of your next turn. 


Attack: Strength vs. Fortitude 

Hit: You can push the target 1 square and then 

shift 1 square into the space it left. 

Unarmed: -1 attack 


Requirement: You must have a hand free. 
Attack: Strength vs. Reflex 
Hit: You grab the target until the end of your 
next turn. You can end the grab as a free action. 
Sustain Minor: The grab persists until the end 
of your next turn. 

Unarmed: -1 attack 


ADOmONAL EFFECTS 


ADDLTIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS LEVEL 


BOOK 


CLASS 


1 LEVEL ^ IbOOK 


CLASS 


1 LEVEL ^ IbOOK p^ 


UTILITY POWER DUMGE®NS^r>P»GOMS 


AT-WILL POWER 




AT-WILL POWER 





Opportunity Attack 



Opportunity 
ACTION 



Melee 1 
RANGE 



Echoing Dirge 



' Arcane, Fear, Implement, Psychic, Shadow 



Standard 
ACTION 



Close blast 5 
RANGE 



Shadow Warp 



Arcane, Shadow 



Free 
ACTION 



Close burst 5 
RANGE 



ATTACK 



DEFENSE 



The triggering enemy 
TARGET 



4 

ATTACK 



Will 
DEFENSE 



One or two creatures in the blast 
TARGET 



ATTACK 



DEFENSE 



You or one creature in the burst 
TARGET 



Trigger: An enemy that you can see either 
leaves a square adjacent to you or uses a ranged 
or an area power while adjacent to you. 
Effect: You make a melee basic attack against 
the target. 



Attack: Charisma vs. Will 

Hit: ld8 + Charisma modifier (+4) psychic 

damage, and you push the target up to 2 

squares. 

Level 21: 2d 10 + Charisma modifier (+4) 
psychic damage. 

Ki Focused Quarterstaff: +4 attack, ld8+4 
damage 

Quarterstaff: +4 attack, ld8+4 damage 
Ki Focus: +4 attack, ld8+4 damage 



Trigger: You reduce a creature to 0 hit points, or 
an enemy adjacent to you drops to 0 hit points. 
Effect: You slide the target up to 3 squares. 
Special: You can use this power only once per 
round. 



ADDmONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



AT-WILL POWER Ql* 



' Warlock 



AT-WILL POWER JOUMCS 



' Warlock 



PEHOS 



RA.G®wsl AT-WILL POWER raUMGE®NS&I3»G©NS 
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Desert Wind Flurry of Blows 


1 


Blistering Flourish 




1 


Gentle Rainfall 






KEYWORDS ^, ^ , n ■ ■ 

Elemental, Fire, Psionic 


USED 


KEYWORDS ^ig^gpi-gi^ pj^g^ p^jii Discipline, Implement, Psioni 


USED 


KEYWORDS „ . |. T 1 1. . ■ 

Full Discipline, Implement, Psionic 


USED 


No Action 




Melee 1 


Standard 




Melee touch 


Standard 




Close burst 1 


ACTION 


<- -it 


RANGE 


ACTION 


<- 


RANGE 


ACTION 




RANGE 


vs 


One creature 


4 


vs Reflex 


One creature 


4 


vs Reflex 


Each enemy you can see In burst 


ATTACK 


DEFENSE 


TARGET 


ATTACK 


DEFENSE 


TARGET 


ATTACK 


DEFENSE 


TARGET 


Trigger: You hit with an attacl< during your turn. 
Effect: The target tal<es 2 + your Charisma 
modifier (+4) fire damage. If the target wasn't 
targeted by the triggering attacl<, it also tal<es a 
-2 penalty to attack rolls for any attack that 
includes you as a target until the end of your 
next turn. You can then shift 1 square. 
Special: You can use this power only once per 
round. 


Attack: Dexterity vs. Reflex 

Hit: ld8 + Dexterity modifier (+4) damage. Until the end of 
your next turn, your melee attacks deal extra fire damage 
equal to your Charisma modifier (+4). 

Level 21: 2d8 + Dexterity modifier (+4) damage. 
Movement Technique 
Move Action Personal 

Effect: You move up to your speed. Enemies that hit you with 
opportunity attacks provoked by this movement take fire 
damage equal to 2 + your Charisma modifier (+4). 

Ki Focused Quarterstaff: +4 attack, ld8+4 damage 
Quarterstaff: +4 attack, ld8+4 damage 
Ki Focus: +4 attack, ld8+4 damage 


Attack: Dexterity vs. Reflex 

Hit: IdlO + Dexterity modifier (+4) damage. 

CTTcCCi TUU brill L 1 bL^Udrc lUF cdLII LrcdLUrc yUU MIL. 

Movement Technique 

Minor Action Personal 

Effect: You shift 1 square or move 3 squares. 

Ki Focused Quarterstaff: +4 attack, ldlO+4 damage 
Quarterstaff: +4 attack, ldlO+4 damage 
Ki Focus: +4 attack, ldlO+4 damage 


ADOmONAL EFFECTS 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS 1 

Monk 




jLEVEL |BOOK ^^^^^ 




'"^^ Monk 




jLEVEL ^ |BOOK ^^^^^ 




CLASS .. 1 

Monk 




1 LEVEL ^ |bOOK 

1 Dragon 389 


AT-WILL POWER 






AT-WILL POWER 




9NS 


ENCOUNTER POWER 







Crown of Stars 



' Arcane, Implement, Radiant 



Standard 
ACTION 



4 vs Reflex 
ATTACK DEFENSE 



Ranged 10 
RANGE 



One creature 
TARGET 



Attack: Charisma vs. Reflex 
Hit: 2dl2 + Charisma modifier (+4) radiant damage. 
If target is bloodied, it is blinded until the end of your 
next turn. 

Sustain Minor: Make a Charisma vs. Will attack 
against any target in range. On a hit, deal radiant 
damage equal to your Charisma modifier (+4). 

Ki Focused Quarterstaff: +4 attack, 2dl2+4 damage 
Quarterstaff: +4 attack, 2dl2+4 damage 
Ki Focus: +4 attack, 2dl2+4 damage 



ADDmONAL EFFECTS 

+1 to attack rolls against any enemy that has no other 
creature adjacent to it - Shadow Twist [Hybrid]. 



Standard 






Personal 


ACTION 


<- 




RANGE 


|| AT-WILL 


Q ENCOUNTER 


■ DAILY 



Second Wind 



Effect: Spend a healing surge and gain a +2 
bonus to all defenses until the start of your next 
turn. 



ADDmONAL EFFECTS 



Nature's Mask 



Polymorph 



Minor 






Personal 


ACTION 


<- 




RANGE 


n AT-WILL 


■ ENCOUNTER 


■ DAILY 



Effect: You change into your human, Tiny animal, or hybrid form. 
The new form lasts until you change forms again. While you are in 
human or animal form, other creatures can attempt to discern your 
true nature by making an Insight check opposed by your Bluff check; 
you gain a +5 bonus to your check. 

None of your game statistics change in human or hybrid form. 
While in animal form, you cannot use any attack powers, although 
you can sustain such powers. Your equipment becomes part of the 
form, and you continue to gain the benefits of the equipment you 
wear, except for shields and item powers. While equipment is part of 
the form, it cannot be removed, and anything in a container that is 
part of the form is inaccessible. You otherwise retain your game 
statistics. 

You gain a movement benefit based on your form. 
Animal Form: Fox: Your speed increases by 2. 
Special: You can use this power only once per round. 



ADDITIOMAL EFTECTS 



Warlock 



DAILY POWER 



Dragon 2009 



■ PH 



DUMCEQNIS 



UTILITY POWER 



PUMCEQNS 



' Hengeyokai 



UTILITY POWER 



Dragon 404 



yMGE©NS 
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